
SET UP PROCEDURE FOR H.E.S. 4-IN-1 CARTRIDGE 
1 Moke mrt the pcrw t*4e* on your control dKk m OFF. 
? Inter! game cartridge 
I Tt*n the power iw#c*i ON and toe bbe pwge wB com# on 
4 i Me peg* doe* not com# on or N tosh**. awRch your control dec* OFF. 

remove cartridge end go beck to SET UP PROCEDURES STAGE 2 

MENU SELECTION 
BHPOfiTANT Bo to# setoctmg gam#, proa# reset on your Game SyUem one# 
Y. Dm up and down conftrot pad to move arrow and s*toci game of your choce 
Z Preesstort 

PRECAUTIONS 
TM it 4 uaiec/ ih#sr gam# cartridge w#h vary sensitrm electron*: components ntio# 
I ^ i^ll--rM| ^- t h a*i® uw Fw laij^'ng citnoni 
• Do not nor# m ptoco* that tro vary worm or vary cokl 
• Do not Afttompt to RM < apart 
• Try not to either drop or hi mo cortnog# 
• Neve* mart tagert or mat* objects mto m# opon part of tha cartridge Also. do not 

attempt fto dean with banian#, pant t*mar, alcohol or oBier such SOtaent*. 
• Stor# th# cartridge m <t* supplied case atan not to uee 
• Alwey* make mt that you Gam# Sytten »turned OFF when morning or removing 

the Game Cartridge 
• H utmg an input device other than a Control Pad ptoaae reed the appropriate 

instruction booklet prior to bognrwig the game tor corracf installation mto your sysla* 

DUCKMAZE - INSTRUCTIONS 

INTRODUCTION 
WMM weddU^ to fie Md near tos pond. Jack me Dues tods an egg H# 
know* rat left out n th# open <«r groat danger and that h# must take « some¬ 
where ulr to hatch A soft fcKng# m a warn Mng room m past lh# place and Jack 
knows exactly whir# it to..wefsortof whw* 4* .... Jack needs you http to 
gmdt haw safely Bvoutm lh# rwai* rot toed* to r» Kmg room 
Jack gad the agg safety to ti# entrance of ra mart Jed has Id push th# tgj 
cardJr tvough lha tonang comdon and (Snap * CarsAtoy bom one l***J to fh# 
nail Apart bom gating lost, h# has to mad wt he doesn't traa th# agg by 
droppng 4 trom too high up But f# uronl S._he'a not atone* 
Jack a CcrwWrOr bang aSbuked try stringing out at hen byem to take B»t 
agg Mad Bd Dogs. wen dud dwner n maid, wsw* Jwt# vd by to get hwn * *1 

m##gg 
»bu have to Mp Jack out smart them a* and make * safe** through th# maia 

controls functions 

• t#n 

CONTROL PAD 
•U# I 

i: 
SELECT BUTTON 
START BUTTON 
A BUTTON ♦ 

or 

Sown an Cn*»<* 

B BUTTON 
d#mawa 

LETS PLAY 
Y. Pres* SELECT to ehooee one or too cAsyen 
2 Utt lh# Control Pad to tttod to# Slag# you dm# bom 120 Than press START 

to beg** fig game 
3 Utr me Control No to mow# up, down. toft and right 
4 P»#s# ~A" to br«a» m* bricks and *B~ to lump 

SCORING 
Cottoctmg a to ■ 300 pond KdngaBUDog » 200po#Ss 

HINTS 
Y In toto thme am 20 stag##, lh# hgvr the saaga tie more anemias m toe area 

maknQ I mora drilcut to you to pov* 
2 to tha gare you have three km# when you have tost a Me. you mgatreaiert born 

totagmng 
3 R*na* Sroug’i trw Boor loan** to# next astray Carato on what you do omecwise 

you may sand yoursab 
4 Note# thaf rare o a atola bar unoav ra egg Tha bar rxhCMes bom non h«gn 

you can drop re agg satofy adhout breakrg a ah#n moving hem era storey 
torenait 

5 Taka advaniag# of roaa siMra rock# vbu can usa r# »ocm to cruah ra Bu 
Dogs or you can pto tha rocM up to isc ra agg tab wfa»r mthout braatoig 

6 You can dg hoda to bap rit Be* Dogs 
T if r» aoF it tong in# #gg go back to you #gg as soon as po##oa to scar# 

0totMi4N«y 
6 When you drop in# egg on re buge a tovefy duckmg ^ a hatch ♦•cm ra egg 

and you •« pass on to the next mor# chatmgng stag# Thar# are 20 dved r 
as tor you to masto 

OTHELLO - INSTRUCTIONS 

INTRODUCTION 
Onafio on tonteodo a baaed on th# onpr* board gam# a gam# smpAs 
rutos. Whan you trap your opponent by pdong too & your paces at tx*h ends of 
your oooonant a roe. aA of ms pdcaa tod tom to yOM And. I at Bit and you nev# th# 
i«io*i preces on the board you ton tha gar# Thereto* both stoat *to compete to 
add on# p4ca to the and of via opponents rotob it <t not easy to make a good roo*t 
and that <s the oomptosdy of But game Hcwewd. v*tn pracfice and careful prjnnng 
you uiB find the secret to make good mow*# Your opponent can be offter th* 
computer or your biend 

LETSPU Y 
t Tha grM s«cwn appears Thar* are tour chcces 

0} prtmsry (*) madtom (mf santo (N) two pi*yon 

Pnm SEvECT to choose the level. Vian START to begm B you choose too 
play "i the game w« begr automaScaty. or *da you *to have to chooae the 
level vtoettofi 

Z Use the Control Pad to rrore • to mow# r a crocks <&# dracbon and 
ei the oppoaae deacion 

3 Pres# **A" to place your piece* * 
4 Press START tor the next roixto 

CONTROLS FUNC TIONS 
CONTROL PAD 
• Left »Ooc*w»*e 
• Right • Ann Ooctosee 
SELECT BUTTON Chooa# gyads, NvN snd 

nuaber of etovers 
START BUTTON - Starts gams 
A BUTTON • Races pec* 

HINTS 
1. Vbucan only make tog* move# to Bib game#. The only tocabon# that you can ptac# 

your pieces *41 be ndcabd w9\ a btock 
2 Thee,- ts no Sme Nn4 on thm game even though there are too bme dopJays to 

show how tong you spend to make move#, 
3 toir score, maanmg how many p«ces each players ha# w# be ostpfjyed on lha 

top ngm nano side of the screen 
4 Two Ktoe on n# fiQN hand stoa of the screen represent you and your opponent 

The Yrsl player ts Fie kd uartomg on the Ml. ard tie second plays* or computer 
* standng on lh# nghC Whan you wei ptoces, your kid wd taugh merr#y B you 
toaa. hal cry 

5 Smce tNs is an ft «Q board whch means only ft4 pacst can be on me board if 
B time, you opponent needs onfy 32 pwee# to win the gome O when on# bde 
hss more pwcas man N# compebtor towards th# end of m# gam# n# *ms 

6 Watch the comar. and you w« wn the game 



PAC-MAN — INSTRUCTIONS 

object of the QAMai oAMi description 

O0JEC TJVES 

CONTROLLER «U?fS AMO FUNCTIONS 

SIDEWINDER - INSTRUCTIONS 

INTRODUCTION 
<IW>"+ »• SCC WOCI* cnwn wv»w • co^iWi »o 

••w ^ ^ « mq» «cm « WM10 «p«« 

M***** N*dJW (***+*»**» +*+******+++** 0+* a %+**++ fiMl 

cafrrmxj rLnvcnor*5 
roMmAi aaa 
AWtION 
KlKCf •vrvo* 

stun sunn* 

cmcpqv 

riruwo WrCATOfSS SELECTION 

I It Ml 
NO Ttfl ft&NT9 


